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NATWSOUINUUUS:UU STEAM Tu Southeast Asia

/ \ Southeast Asian Games On Steam

2 VIRTUAL S
° Indonesia 194 -
y Th a I Ia n d Thailand 50 108

game industry is " .
the one to watch. " “

Malaysia 33

From 2020 - Jan 2024, they tripled in terms Vietnam g [T

of number of games on Steam. Over +108 Brunei
games. While Indonesia only doubled with 9 STEAM®
+122 games. Myanmar 3 :

0 50 100 150 200 250

IIKz-i\)ﬁU'l: https://store.steampowered.com &
depa TACGA Q_Q_E:\I a BANGKOK TgAQ Note: Data as of January 2024, including all Southeast Asian games recorded on the Virtual SEA Steam curator page. Includes fully

SIGGRAPH
released games, Early Access games, and upcoming or possibly abandoned games. No claim to completeness.
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Number of Thail Games List of Thai Games On Steam in 2023

On Steam
44 Ny ' (o) ENCODED L _1oal o A R i A,
aak e = B @“ o \ SHFEHGUSE
e TH
36 g N A
Qurailads
25 W
23

A TECHNICIAN'S

12

Unknown Sou!

With Me

2018 2019 2020 2021 2022 2023

IIKEi\)ﬁU'l: https://store.steampowered.com
depa TACGA Q_Q'E\I a BANGKOK T_GAQ Note: Data as of January 2024, including all Southeast Asian games recorded on the Virtual SEA Steam curator page. Includes fully
released games, Early Access games, and upcoming or possibly abandoned games. No claim to completeness.
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+4%

gunsaiuaviA3ow PC
nUs1Aacav gvidu
3nUovsndviasulRi

81%
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Download uus:uu
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] ] Mobile Game Consumer Spend Growth
Consumer Spend in Mobile

Gaming Fell 2% in 2023 to
$107.3 Billion — Downloads $1008

< Worldwide v

$80B
Dipped to Around 88 Billion $608

$40B

$20B
In 2023, well known IP games such as Monopoly GO and EA
SPORTS FC Mobile Soccer saw breakout success as mobile games 0
are now capable of offering console-quality graphics and 2020 2(2;20-3::]21 2%21'3,?:2 2%22'3%23 2023
gameplay experiences. re re ro

< Thailand v
Hit Open World RPG Genshin Impact continued to break new
gr(‘)ozl;nds, crossing $4 Billion in all-time consumer spend in Q1 Y :oo: -$0.098 N —

$0.4B

Puzzle and Hypercasual games like Block Blast Adventure Master
and Attack Hole were key download drivers, but 2023 saw some $0.2B
surprise hits such as Avatar Life Simulation game Gacha Life 2,

and Party Royale game Eggy Party, making major gains in
downloads and usage. 2020 2020-2021 2021-2022 2022-2023 2023
Growth Growth Growth

N IIKavAL: data.ai Intelligence
depa TA C GA D"Cfm\T J TGA“ Note: Downloads across iOS, Google Play and third-party Android in China combined; Time spent is Android phones only; Spend is
gross — inclusive of any percent taken by the app stores


https://sensortower.com/state-of-mobile-gaming-2024
https://www.data.ai/en/apps/ios/app/1621328561/
https://www.data.ai/en/apps/ios/app/1094930513/
https://www.data.ai/en/apps/ios/app/1094930513/
https://www.data.ai/en/apps/ios/app/genshin-impact/
https://www.data.ai/en/apps/ios/app/block-blast-block-puzzle-games/
https://www.data.ai/en/apps/ios/app/1661115841/
https://www.data.ai/en/apps/ios/app/gacha-life-2/
https://www.data.ai/apps/ios/app/1555408463
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. . Top Markets by Mobile Game Consumer Spend per Store
United States Tops the Mobile

Google Play iOS App Store

Game Market by App Store
Consumer Spend

In 2023, AMER's key markets such as United States and Canada e Sovin e
saw lower spend in Games compared to the year prior, by Jnitedingcem
around -1%.
Asia Pacific (APAC) remained the world's biggest region for me
consumer spend in mobile games — accounting for over 49% of Hono B8
market share in 2023, down from 51% in 2022. F’““I
Thailand [ $316M
The GCR Region shrank nearly 16% year-over-year, while other el Arabi 52671
established markets such as South Korea, bucking the trend by su = ‘
growing around 21% year-over-year. i
Hong Ki Singapore f3221M
Netherlan am [ $201M
Netherlands [| $181
1 2023
Rus 2
JOOM $10,000M $15,000M N

) IIKavAL: data.ai Intelligence
depa TA C GA P"Cf:\T 9 TGA“ Note: Consumer Spend across i0OS, Google Play, iOS only for China; Spend is gross — inclusive of any percent taken by the app

stores


https://sensortower.com/state-of-mobile-gaming-2024
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— Download and Retail
KUD®: auuIN

+8%

13,995
11,559 13,056 13,016
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srgldonnAratoulkaalunwaawosu
¢ 9 15U W3 naulsa la:gUunsnidvasy:
KeoAnuKSEoadauIWoaviusinsudiksu
N

— In-Game Purchase
KUDJ®: auuIn

-5%

23,475
22,242 '

2563 2564 2565 2566

shgldonnnisungdunn na:/Kéo lomulu
1Ny

— Other
KUDJ®: auuIn
-50%
4
381 03 271 136
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AIIKUYVIURTAUIBYIBYKEDINUIAW:
(Technical) yovgaaknssy U 2566

Programmer Backend

377 Sy

QA/Tester

183 1Y

Game Producer

99 sy

3D Artist

24 Sy

TACGA DCAT @susas

Programmer Frontend

192 51y

Game Designer

134 5hg

2D Artist

68 Sy

TGAR

2,136

1,755

m Non-technical

1,574

1,576

1,112

Technical

1,077

1,131
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JAaAUovQadIKNSSUINU
AtranasadnudTduTud 2567 - 2569

KUDJ®: auuIn

W .
38,600  UJoldudliuzD1NNIv
37,063 36,851
34,316 34556 34288 35207 auiAulugaaiknssug

« VISV lla:auuayunisasv IPs
Nnunwauunlnsogvdoltion

25,440
21,938

. waTﬂcTuUsunﬂTnaTﬁﬂmmeu
AUYNaIVSSAD dudiny (Indie
games) TUﬂuUmﬂ Southeast Asia
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depa. TACGA DCAT GHucs TGAR



TGAR

TACGA DCAT Qg

depa



DIGITAL CHNTENT EIVIXFNTNTIERWYV W (D00 5[] Qd v

Janlyuoavaadaiknssuloatdiuysu

C

depa

aA1sdugaalknssy ful 2561 - 2566 yaAriniswWwaa na:nisuslna Tul 2566
KUDY: a1uuIn KU2®: aauun
yaAIn1susina
+16%
7% +11% ~10%
3,738 3494 "13% 2399 3,936 3532 yaAInIsuIgn yaAnswaalisluds:ina yaAIN1sdvoon
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CAGR
0 - JaAINISWaa
'ﬁB’I 3,276
— -11%
2561 2562 2563 2564 2565 2566 -
TACGA DCAT Qs TOAR o



DIGITAL CSHNTENT QLU ITNN YN0 |3 O 2111 1

JAaAIMIUNAITUWUS:NOUNIS

KUDJ®: auuIN
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(IP Owner)

WuUs: naumsnunswaaum\)Ufyfywua\)owa\Jua\)TnaTuUoouuuae 11%

FusutIAa Innon:iAsuzouavineludoguu golkiUs:noumsidon 18 63 63 57
UsouaauTUmssnosum\) na:vulusansumudu —
2563 2564 2565 2566
ssioN1ssSuvwaanaviuneldavdnsuovgdu 3,370 ) oys -12%
(Outsource Service Provider) 2,460 2,864 ’

WUS NOUNISUYIVWAQLIU CG / VFX 91ndvus: mﬂaoa\)lua\)mnms
IJvIUAIUSIAT lla: U']OSG']UUDSJIKaOO']ﬂﬂ']F]SU lla:NGuovavus: mﬂn
IUUQIIU\)TUOE]'IOP‘\!SUO'I\) soufivaniunsadANBUUINIGVAY

2563 2564 2565 2566

o I & e =5 - o o= = 578 -0.13%
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AsudnAMweuasay 20 2oy nafuidvuovsieldnaurnldinadidevaulu
U 2565
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o { R 16%
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649 -14%
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Animation IP

0 _
‘a Up to 8 months project duration
- Get up to RM100,000 (USD $21,900) prize money to deliver a

DIGITAL CONTENT y . completed Animated Short Film, Pilot Episode or Sizzle Trailer.
C R EATO RS Development Stage (30% of prize money)
CHALLENGE (Dc3) * Project Design Documentation including but not limited to:

* Storyline and/or draft script;

The Digital Content Creators Challenge (DC * Background/Environment Design;
formerly known as Intellectual Property : » Characters (Design, Profile, Relationship);
Creators Challenge (IPCC). * Project Format, Synopsis; and
- ] * Mood Board, Concept Arts;
PROJECT CATEGORIES L ' * Project progress report including Statement of Expenses; and

* Form of Utilisation Request as specified in the DC3 agreement.

Objective of DC3 Production Stage (40% of prize money)
‘ - ' + Animatics;
U e i S S L (23 «  Project progress report including Statement of Expenses;

developed, showcased or marketed regionally

* Form of Utilisation Request as specified in the DC3 agreement.
and globally;

To encourage and nurture new talents in turning
their ideas into reality;

Post-Production/Final Stage (30% of prize money)
* A completed Animated Short Film, Pilot Episode or Sizzle Trailer;
* Commercialisation plan;

Tozevis s pErr Ger el s nesiEra] * Project Final r'etport mc.Iudl.ng Statemgnt of Expenses;
broadcasters to scout for good contents for their * A copy of IP filing application or receipt from MyIPO or any
channels. relevant IP registration firm; and

* Form of Utilisation Request as specified in DC3 Agreemenb"-’i

nKavAL: https://mdec.my/dc3 §
TGAR Note: nJavAduIiosun 20 FvKI1AL 2567

To attract creative content developers to come
out with greater ideas and stories; and

depa TACGA DCAT &=

SIGGRAPH
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[ [ ]
0¢2 Animation Outsource
Service Provider

DIGITAL CONTENT
CREATORS
CHALLENGE (DC3) : : .

B _. Malaysia offers production companies
The Digital Content Creators Challenge (DC .
formerly known as Intellectual Property , : _ a Competltlve 30% cash rebate to
Creators Challenge (IPCC). 7, . .

| produce animated content in the

—— - region, with an additional 5% going to

projects that demonstrate a strong
local cultural element. Numerous

To create more quality content that can be \ . . .

developed, showcased or marketed regionally ' g |Oba | med Ia g lants have beneﬂted

and globally;

To encourage and nurture new talents in turning s fI’Om the SCheme SO fa r, |nC|Ud|ng the
heir ideas into reality: " .

'tl'o attract cre:ative czr'ntent developers to come Ilkes Of Ga u montl Ca rtoon Networkl
out with greater ideas and stories; and an d H as b ro

To provide platform for local and regional
broadcasters to scout for good contents for their
channels.

Objective of DC3

IKAVALA: https://mdec.my/dc3

depa. TACGA DCAT Huags TCAW Note:
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— Television
KUDY: a1uuIN
260 ~10%
228
205
2564 2565 2566

— Theater
KUDJ®: a1uun
+23%
190
140 154
2564 2565 2566
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— OTT
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181 160
122
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— Other
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+35%
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* yaAdodulilauusou yaAuavnssusowaanaviumeldauanguovrdu
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NETFLIX q» ITQ91NNISSUBUNATWWE UG IO TIUEU Naznodiuguds

YOUKU >

Iwaawasuav g wudidaauinudus:nniptiuguaguiniv

15% onAauINudnvKuandoguInn3a 14,000 1500

L.

@,

uunwaawasuaiv € uInov 75 aauunn

®|5N5p+ hotstar o WeTV

\-
g nkaviiu: Joyasiglduunwaawasu OTT 91n SonsorTower , §oyasiada na:shusunsuinuduunwaawasy OTT 91n JustWatch P i &
depa TACGA DCAT Qs TCAR Note: Ny


https://app.sensortower.com/?app_tab=trending&category=0&app_id=555376968
https://www.justwatch.com/
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Animation market size
worldwide 2020-2030

The source estimated that, in 2022, the value of the
global animation market would amount to over 391
billion U.S. dollars, up five percent from 372.4 billion
dollars a year earlier. The annual figure was forecast to
continue to grow throughout the decade, surpassing 587
billion dollars by 2030.

IKAVALN: Statista

depa. TACGA DCAT @H:eucs TGAR Note:

SIGGRAPH 1oy o s mcsems

Size of the animation market worldwide from 2020 to 2030

(in billion U.S. dollars)

Market size in billion U5, dollars

© Additional Information

600

500

400

300

200

100

587.1

20237 2024* 2025 2026 2027 2028 2029* 2030

© Statista 2023 &

Show source @


https://www.statista.com/statistics/817601/worldwide-animation-market-size/
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i-‘ recedence PRECEDENCE

RESERTIET e VISUAL EFFECTS (VFX) MARKET SIZE 2023 T0 2033 (USD BILLION)
Visual Effects (VFX) Market Size ? 162
2023 to 2033

The global visual effects (VFX) market size was valued at
USD 10.04 billion in 2023 and is projected to reach USD
19.28 billion by 2033, growing at a CAGR of 6.64% from
2024 to 2033. High-quality visual effects are in greater
demand in several industries, including virtual reality
(VR), gaming, advertising, cinema, and television. As
these businesses grow and change, there is an

increasing demand for visually beautiful material. [ 2024 | 2025 | 2026 W 2027 [ 2028 J 2029 J 2030 J 2031 [ 2032 W 2033 |

Source: https://www.precedenceresearch.com/visual-effects-market

IIKAVNU: Precedence Research

depa. TACGA DCAT Hxucys TCAR Note:



https://www.precedenceresearch.com/visual-effects-market
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AIIKUYVIURTAUIBYIBYKEDINUIAW: m Non-technical = Technical |
(Technical) yovgaaknssy U 2566 Kudg:Au
3D animator 2D animator VEX Artist CG Generalist
356 S1Y 333 5 299 sy 194 5"y
Compositor Editor Concept Artist Modeler
156 s1¥ 118 sh® 102 s"¢ 78 S1g
. . 2,205
Storyboard Artist Qun&:ﬁl!c Artst Art Director Rigger
74 518 Simulation IS
73 g 58 s1g 51 s 5 015
Lighting Artist Rotoscope Artist Texture Artist Environment Artist
47 SNg 37 5 36 S¢ 315
Look Development Sound Design Layout Artist Music Artist Ersl Bra . . . . .
Artist Engineer 26 S']EJ 16 S‘]EJ
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KUDJ&: a1uuln KU2&g: auun

yaAIn1susina

yaAINIstidn yaAImswaalsfuds:ina yaAn1sdvoon
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~2% -9% +26% 1,065 1,322 58
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2,197 2,147 1,960 2,025 +7% +38% -16%
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CAGR *
< > < 1,380
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2561 2562 2563 2564 2565 2566
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WUs:nounisuavingldsuwasinns:ia Art Toy yav Pop Mart nofudiu

+25%

vovaaafvgnedddu soufvAisaiaasyovaulneiow Agnrifkidun 64 50 65 81
SSnINULINIUdIYIBUAU —
2563 2564 2565 2566
s_sﬁomsé‘uﬁwwénwav1uma?c‘1§u§n§uaw§5u
(Outsource Service Provider)
WUs:noaun1sgvAviUS UICULIUIW U3 uagvaaldov o1nnsld +9%
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FoUsuntuuIn 1Naaa1an1s3o - Y18dIKIEINAIRINAUIN “dIBIAEN
(Secret)” fungduuna:auy dowayarA1uoavn1susinANUTUDENVT s
Y, 2563 2564 2565 2566
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QvIQuU
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— Digital License
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Trending Character Product fuU 2566

JIAYIE 52TOYS [NBING

ISURSNY 2015 2018
A2081v . B
Ay doen
Character ’{lj {f}‘%‘ ’E e
Axo8v « 0aaun * i1 Pop Up Store
38n1synaana iwangdalas Afkeynaafu

dnssAnNssUliuu Pop Up Store Ialgao:j_uaaﬂlaa\)’fd'

fuus:indlng
h,
IIKa'\)ﬁ=U1: https://www.htfmarketintelligence.com/report/global-art-toy-market

depa TACGA DCAT Hucys TCAR Note:
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(Technical) yovaaaiknssu U 2566 KUJg:AU

Character Designer Product Designer

59 s"Y 59 sy

Creative Graphics Designer

57 Sy 49 sy 409 338 L,

291
297
3D Designer 257 270 283 298
33 SNy 649
530 524 549
351
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KEalAuIUeY Tulnguindu NoAu
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' 2,147 1,960 2'025

1,603

2561 2562 2563 2564 2565 2566 2567E 2568F 2560F N
@
depa TACGA DCAT Hucys TCAR \



depa;’ TACGA DCAT &g



DIGITAL CHNTENT VI F TN [EARIYI W (D08 Qi v

UaA1yovaaaIknssukUvdodlannsaldnd
yaAlsodugaaiknssu ful 2564 - 2566 yaAriniswWwaa na:nisuslna Tul 2566

yaAIn1susina

+7%

+16%
3,712 3,971 yaAInIsuiign yaAImswaalsfuds:ina yaAIN1sdvoon
>20° 324 3,622 25
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(IP Owner)
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(Outsource Service Provider)
WUs:NaUNISUSNISSUIIINAQRAVISUIAUTa DINAVAVYDVISIVDY ey
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2,687 3,056
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— Web Novel and Fiction
KUD®: auuIN

-0.69%
1,480 1,679 1,667
2564 2565 2566

denekdounUs:wushUunidoukdonus:wus
druliwgnwsuuliwaawasuoaoulau 15u
15ulsd k3o lowwainsu Tagnuviduaau 9
Tag TR VIVUA B1UWS Na:IluuA dovIFe
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— E-book and E-Comic
KUDJ®: auuIn

+14%
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1,617
2564 2565 2566

o

UengrSounUs:wusaUnIdeurSaUs:wusla
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Sadkunuuiwaawasuoaulau lago:cdovld
VIUANU Soft ware KSo Device NSOVSUKSD
auisaniviussunuIwaawasuuu 9 IWo
9IUKULFD

— Webtoon
KUD®: auuIn
-41%
61 40 24
2564 2565 2566
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eBooks - Worldwide

REVENUE REVENUE GROWTH

e-Books market size worldwide s P T
_ ” 11.29 i .

The worldwide eBooks market is booming, with revenue g ‘

projected to reach US$14.61 billion by 2024. This : " ” > x

growth is driven by an increasing number of readers, 5

with user penetration expected to rise from 13.3% in °

2024 to 14.1% by 2027. The United States leads the +

market with an estimated revenue of US$5,336 million in ,

2024’ reﬂeCtlng itS Iarge Consumer base and advanced 2017 2018 2019 2020 2021 2022 2023 2024 2025 2026 2027

d|g|tal infrastructure. Notes: Data shown is using current exchange rates and reflects market impacts of the Russia-Ukraine war.

Most recent update: Mar 2024

Source: Statista Market Insights

depa. TACGA Q_Cf,\T # JRNEGel IIK@VAL: Statista

o TGA? Note: An eBook is the digital or electronic version of a book and can be read on various devices such as specific eReaders (e.g. Kindle)
as well as on tablets, smartphones or computers. eBooks include fiction, non-fiction and textbooks/academic literature.


https://www.statista.com/outlook/dmo/digital-media/epublishing/ebooks/worldwide
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Trending eBooks fuU 2566
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ug189018

Four 'l"vlll()llsnvl'l.(l .\‘\'g'cks
F3susbnAawuIUnIi
asxssAUs:nuws duUNsIdAQL wWIwnawlnriu nousnikisoa$ g3aI1s1iiA 4,000 dUaK
(Gandavidunadiusgu) (dandavidundssd) (Gandavilunadiudu) (dandavidundssd)

nkaviu: Uula E-bool
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Trending eBooks ful 2566 91n Thai Creator

ug189018
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UIa1aan nsuu
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SAUN AGOOSSW Sunovlsty

ursrdawlisonauvualula

-
&\
. nkavAu: ula E-book P @ {
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nunauus:inn U 2561 - 2566 Ananistd U 2567 - 2569

AIIKUYVIURTAUIBYIBYKEDINUIAW:
(Technical) yovgaaknssy U 2566

Editor/Proofreader

171 519

Legal
52 5¢

Writer
31 s¥

Content partnerships

20 sy

Business partnerships

14 shy

Translator

109 59

Software Engineer
Backend

47 "y

Software Engineer
Frontend

25 5"y

Quality Assurance

19 sy

Product Manager

13 sy

lllustrator/Graphics

90 s"¥

Graphic Designer
36 Sy

UXUI Designer
24 "y

Mobile/Client
Engineering

14 shy

Infrastructure Engineer

11 shg

TACGA DCAT Housos TCAR
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2565
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2567E
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